Outline of this presentation

Integration: Projection
• We add an orientation to each projected edge so that the right side is the side where the occluder is located
Integration: Depth Complexity Function
• Depth complexity Function returns the number of objects in front of the light source • The projected edges are "changing events" of depth complexity function We use only one shadow ray
• Cast a shadow ray to a point with smallest relative depth • To check if light area is visible • "finding integration constant" ray ray
